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Figure 1: floorplan 
Location 
Objects within the MUD are positioned according to the 
stream of location information being received. MUDs are 
typically made with locations that describe the area they 
represent. Modern MUD technology (such as MudOS, see 
http://www.mudos.org/)  is  capable  of  accurately 
representing  real  space,  where  each  location  can  have 
custom  dimensions,  and  the  relative  3D  displacement 
between  locations  can  be  specified  on  each  possible 
transition. It is trivial for MUDs to build their own internal 
map  structure  dynamically,  and  thus  provide  their  own 
translation  from  an  absolute  coordinate  space  to  the 
location system. 
In the Portal, each location is able to define its own extent 
in the environment by use of a containment function. We 
use the support functions from the ‘Discworld’ MUD for 
axis  aligned  boxes to describe area,  and these  areas are 
now  interpreted as axis  aligned bounding boxes. A  new 
function is used to test particular points for inclusion in a 
particular location. 
In describing the physical space for the trial, we chose a 
polygon  based  solution  to  describe  the  areas  used  for 
locations. The polygons are z aligned, and a simple point-
in-polygon function is used to test if a point is inside or 
outside  the  location.  In  conjunction  with  the  bounding 
boxes  (to  implement  floor  and  ceiling),  this  provided  a 
mechanism  to  describe  areas  of  office  space.  The  two 
buildings described are positioned at an angle with each 
other,  and  neither  building  is  aligned  with  North,  thus 
relying on axis aligned boxes will not suffice. 
As  well  as  position,  orientation  is  very  important 
contextual information. MUDs use compass directions for 
location exits and the most common MUD libraries have 
support for locations of variable size (e.g. 10m x 8m) and 
exits have a default size depending on their type, and they 
are  usually  configurable  on  a  per  location  basis. 
Orientation  is  also  present  in  most  libraries,  and  it  is 
typically derived from where the user last came from. One 
common use for this information is for players who enter a 
location  to  get  an  idea  about  the  direction  where  other 
users  came  from.  Some  MUDs  also  have  the  ability  to 
allow  users to "position" themselves within a room, e.g. 
"Fred is sitting on the sofa", or "Bill is standing next to the 
pillar". 
An  alternative  method  to  location  within  MUDs  is  to 
dispense with strict containment rules, and allow a more 
freeform  method  of  object  visibility  and  manipulability. 
Every time a person or object is given a new coordinate, 
then  the  room  for  that  object  is  generated  dynamically 
containing the description of what they can see from that 
point in space. Other people and objects close by have a 
representation  in  the  room  that  can  be  manipulated 
similarly  to  MUD  environments  with  strict  containment 
rules. 
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